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GAME NARRATIVE 


■SUMMIT- 



1. OMISSIONS 



WRITING •NOTHING* 
Storytelling with unsaid words 
and unreliable narrators 


Don't compromise essential 
gameplay information! 
Adding value with story = 
additional investment in the 
play activity and the world. 


'Active listening' 
Reading between the lines: 
What are characters thinking? 
Are they lying to themselves... 

Or deceiving others? 
Interpretation = engagement. 
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1. OMISSIONS 


Leaving out words 
or information 


Can shorten exposition 
Use the ellipsis... 

But support your actors! 
Good for overwhelming emotions 
(love, fear, grief, etc.), 
contemplation, or treachery! 


WRITING 'NOTHING * 1 
Storytelling with unsaid words 
and unreliable narrators 




Don't compromise essential 
gameplay information! 
Adding value with story = 
additional investment in the 
play activity and the world. 


'Active listening' 
Reading between the lines: 
What are characters thinking? 
Are they lying to themselves... 

Or deceiving others? 
Interpretation = engagement. 
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1. OMISSIONS 


Leaving out words 
or information 


Can shorten exposition 
Use the ellipsis... 

But support your actors! 
Good for overwhelming emotions 
(love, fear, grief, etc.), 
contemplation, or treachery! 


WRITING 'NOTHING * 1 
Storytelling with unsaid words 
and unreliable narrators 


2. APPARENT NON- SEQUITURS 




Don't compromise essential 
gameplay information! 
Adding value with story = 
additional investment in the 
play activity and the world. 


'Active listening' 
Reading between the lines: 
What are characters thinking? 
Are they lying to themselves... 

Or deceiving others? 
Interpretation = engagement. 
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A sudden change in 
tone or subject... 
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APPARENT £T0fO'3eauiTUft; 

A sudden change in 
tone or subject... 
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APPARENT £T0fO'3eauiTUft; 


A sudden change in 
tone or subject... 
Revealing a deeper 
internal dialogue. 
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APPARENT £T0fO'3eauiTUft; 

‘Girl, Interrupted’, Susanna Kaysen: 
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APPARENT £T0fO'3eauiTUft; 

‘Girl, Interrupted’, Susanna Kaysen: 

“It was a spring day, the sort that 
gives people hope: all soft winds 
and delicate smells of warm earth. 
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APPARENT £T0fO'3eauiTUft; 

‘Girl, Interrupted’, Susanna Kaysen: 

“It was a spring day, the sort that 
gives people hope: all soft winds 
and delicate smells of warm earth. 
Suicide weather.” 
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APPARW 1 " *r0io-$eauiTUftj 

‘Girl, Interrupted’, Susanna Kaysen: 

“It was a spring day, the sort thatV^°^ L ^ 6J) 
gives people hope: all soft winds A 
and delicate smells of warm earthy 
Suicide weather.” 
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‘Girl, Interrupted’, Susanna Kaysen: 

“It was a spring day, the sort thaF^^L^weo 
gives people hope: all soft winds 
and delicate smells of warm earth. 
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APPARENT £T0fO'3eauiTUft; 

‘Girl, Interrupted’, Susanna Kaysen: 

“It was a spring day, the sort that 
gives people hope: all soft winds 
and delicate smells of warm earth. 
Suicide weather.” 
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APPARENT troiJ'geauirue,; 

‘Girl, Interrupted’, Susanna Kaysen: 

“It was a spring day, the sort that 
gives people hope: all soft winds 
and delicate smells of warm earth 
Suicide weather.” 
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APPARENT £T0fO'3eauiTUft; 

‘Waiting for Godot’ Samuel Beckett: 
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APPAfcWT *r0io-$eauiTUftj 

‘Waiting for Godot’ Samuel Beckett: 
ESTRAGON: (Chewing). I asked you a question. 
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APPARENT iTO(0-geawiTu«j 

‘Waiting for Godot’ Samuel Beckett: 

ESTRAGON: (Chewing). I asked you a question. 
VLADIMIR: Ah. 
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APPARENT iTO(0-geawiTu«j 

‘Waiting for Godot’ Samuel Beckett: 

ESTRAGON: (Chewing). I asked you a question. 
VLADIMIR: Ah. 

ESTRAGON: Did you reply? 
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APPARENT iTO(0-geawiTu«j 

‘Waiting for Godot’ Samuel Beckett: 

ESTRAGON: (Chewing). I asked you a question. 
VLADIMIR: Ah. 

ESTRAGON: Did you reply? 

VLADIMIR: How’s the carrot? 
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APPARENT £T0fO'3eauiTUft; 


‘Waiting for Godot’ Samuel Beckett: 


ESTRAGON: (Chewing). I asked you a question. 
VLADIMIR: Ah. 

ESTRAGON: Did you reply? 

VLADIMIR: How’s the carrot? 

ESTRAGON: It’s a carrot. 
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APPARENT troiJ'geauirue,; 

‘Waiting for Godot’ Samuel Beckett: 


COMic # -C*A C^IC 


ESTRAGON: (Chewing). I asked you a question 
VLADIMIR: Ah. 

ESTRAGON: Did you reply? 

VLADIMIR: How’s the carrot?^ 

ESTRAGON: It’s a carrot. 
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‘Waiting for Godot’ Samuel Beckett: 

ESTRAGON: (Chewing). I asked you a question 
VLADIMIR- Ah 
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‘Waiting for Godot’ Samuel Beckett: 

ESTRAGON: (Chewing). I asked you a question. 
VLADIMIR: Ah. 
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VLADIMIR: How’s the carroty Q_ u ***. 1 
ESTRAGON: It’s a carrot. 
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GAME NARRATIVE 


■SUMMIT- 



1. OMISSIONS 


Leaving out words 
or information 


Can shorten exposition 
Use the ellipsis... 

But support your actors! 
Good for overwhelming emotions 
(love, fear, grief, etc.), 
contemplation, or treachery! 


WRITING 'NOTHING' 
Storytelling with unsaid words 
and unreliable narrators 


2. APPARENT NON- SEQUITURS 




Don't compromise essential 
gameplay information! 
Adding value with story = 
additional investment in the 
play activity and the world. 


'Active listening' 
Reading between the lines: 
What are characters thinking? 
Are they lying to themselves... 

Or deceiving others? 
Interpretation = engagement. 



locd 

I Pr< 


Prof. Mata Haggis @MataHaggis 


i >Prof. Mata Haggis @MataHaggis 

i GAME DEVELOPERS CONFERENCE March 14-18, 2016 ■ Expo: March 16-18, 2016 #GDC16 




<i> 
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1. OMISSIONS 


Leaving out words 
or information 


Can shorten exposition 
Use the ellipsis... 

But support your actors! 
Good for overwhelming emotions 
(love, fear, grief, etc.), 
contemplation, or treachery! 


2. APPARENT NON- SEQUITURS 


Change in tone or subject 


The disjunction reveals 
internal dialogues 
Great for complexity, and brevity 
Gets right to the point without 
over-wrought links. 


WRITING 'NOTHING' 
Storytelling with unsaid words 
and unreliable narrators 



Don't compromise essential 
gameplay information! 
Adding value with story = 
additional investment in the 
play activity and the world. 


'Active listening' 
Reading between the lines: 
What are characters thinking? 
Are they lying to themselves... 

Or deceiving others? 
Interpretation = engagement. 
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1. OMISSIONS 


Leaving out words 
or information 


Can shorten exposition 
Use the ellipsis... 

But support your actors! 
Good for overwhelming emotions 
(love, fear, grief, etc.), 
contemplation, or treachery! 


2. APPARENT NON- SEQUITURS 


Change in tone or subject 


The disjunction reveals 
internal dialogues 
Great for complexity, and brevity 
Gets right to the point without 
over-wrought links. 


WRITING 'NOTHING' 
Storytelling with unsaid words 
and unreliable narrators 


3. UNRELIABLE NARRATORS 



Don't compromise essential 
gameplay information! 
Adding value with story = 
additional investment in the 
play activity and the world. 


'Active listening' 
Reading between the lines: 
What are characters thinking? 
Are they lying to themselves... 

Or deceiving others? 
Interpretation = engagement. 
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1. OMISSIONS 


Leaving out words 
or information 


Can shorten exposition 
Use the ellipsis... 

But support your actors! 
Good for overwhelming emotions 
(love, fear, grief, etc.), 
contemplation, or treachery! 


2. APPARENT NON- SEQUITURS 


Change in tone or subject 


The disjunction reveals 
internal dialogues 
Great for complexity, and brevity 
Gets right to the point without 
over-wrought links. 


WRITING 'NOTHING' 
Storytelling with unsaid words 
and unreliable narrators 


3. UNRELIABLE NARRATORS 



Don't compromise essential 
gameplay information! 
Adding value with story = 
additional investment in the 
play activity and the world. 


'Active listening' 
Reading between the lines: 
What are characters thinking? 
Are they lying to themselves... 

Or deceiving others? 
Interpretation = engagement. 
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1. OMISSIONS 


Leaving out words 
or information 


Can shorten exposition 
Use the ellipsis... 

But support your actors! 
Good for overwhelming emotions 
(love, fear, grief, etc.), 
contemplation, or treachery! 


2. APPARENT NON- SEQUITURS 


Change in tone or subject 


The disjunction reveals 
internal dialogues 
Great for complexity, and brevity 
Gets right to the point without 
over-wrought links. 


WRITING 'NOTHING' 
Storytelling with unsaid words 
and unreliable narrators 



Don't compromise essential 
gameplay information! 
Adding value with story = 
additional investment in the 
play activity and the world. 



'Active listening' 
Reading between the lines: 
What are characters thinking? 
Are they lying to themselves... 

Or deceiving others? 
Interpretation = engagement. 


3. UNRELIABLE NARRATORS 


Frames the world through 
the eyes of a character 

Whose reality is this? 

What is true? 

Why is it seen this way? 
Shows internal priorities 
(sometimes in unintended ways) 
^^ICan be very ambiguous, 
show it is deliberate! 
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Shows internal priorities 
(sometimes in unintended ways) 
ED Can be very ambiguous, 
show it is deliberate! 
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GO BEYOND SCRIPT 
Art, acting, animation, 
mechanics, interface, 
audio, marketing... 
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GAME NARRATIVE 


1. OMISSIONS 


Leaving out words 

Can shorten exposition 
Use the ellipsis... 

But support your actors! 
Good for overwhelming emotions 
(love, fear, grief, etc.), 
contemplation, or treachery! 


2. APPARENT NON- SEQUITURS 


The disjunction reveals 
internal dialogues 
Great for complexity, and brevity 
Gets right to the point without 
over-wrought links. 


if st( 

ft 


WRITING 'NOTHING' 
Storytelling with unsaid words 
and unreliable narrators 


Don't compromise essential 
gameplay information! 


Adding value with story = 
additional investment in the 
play activity and the world. 


'Active listening' 
Reading between the lines: 
What are characters thinking? 
Are they lying to themselves... 

Or deceiving others? 
Interpretation = engagement. 


3. UNRELIABLE NARRATORS 


Frames the world through 
the eyes of a character 

Whose reality is this? 

What is true? 

Why is it seen this way? 
Shows internal priorities 
(sometimes in unintended ways) 
| Can be very ambiguous, 
show it is deliberate! 
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GAME NARRATIVE 


1. OMISSIONS 


Leaving out words 

Can shorten exposition 
Use the ellipsis... 

But support your actors! 
Good for overwhelming emotions 
(love, fear, grief, etc.), 
contemplation, or treachery! 


2. APPARENT NON- SEQUITURS 


The disjunction reveals 
internal dialogues 
Great for complexity, and brevity 
Gets right to the point without 
over-wrought links. 


if st( 
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WRITING 'NOTHING' 
Storytelling with unsaid words 
and unreliable narrators 


Don't compromise essential 
gameplay information! 


Adding value with story = 
additional investment in the 
play activity and the world. 


'Active listening' 
Reading between the lines: 
What are characters thinking? 
Are they lying to themselves... 

Or deceiving others? 
Interpretation = engagement. 


3. UNRELIABLE NARRATORS 


Frames the world through 
the eyes of a character 

Whose reality is this? 

What is true? 

Why is it seen this way? 
Shows internal priorities 
(sometimes in unintended ways) 
|-;s| Can be very ambiguous, 
show it is deliberate! 
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GAME NARRATIVE 


■SUMMIT- 
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X Ho et -niiS -TALK H/fi 
/A*Vl<iCD You. to Aik 
Fo£ /^CTlV^ UST£(JI UGr 
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GAME NARRATIVE 


■SUMMIT- 
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GAME NARRATIVE 


■SUMMIT- 



1. OMISSIONS 


Leaving out words 
or information 


Can shorten exposition 
Use the ellipsis... 

But support your actors! 
Good for overwhelming emotions 
(love, fear, grief, etc.), 
contemplation, or treachery! 


2. APPARENT NON- SEQUITURS 


Change in tone or subject 


The disjunction reveals 
internal dialogues 
Great for complexity, and brevity 
Gets right to the point without 
over-wrought links. 
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WRITING ’NOTHING’ 
Storytelling with unsaid words 
and unreliable narrators 



Don't compromise essential 
gameplay information! 
Adding value with story = 
additional investment in the 
play activity and the world. 


'Active listening' 
Reading between the lines: 
What are characters thinking? 
Are they lying to themselves... 

Or deceiving others? 
Interpretation = engagement. 


3. UNRELIABLE NARRATORS 


Frames the world through 
the eyes of a character 



Whose reality is this? 

What is true? 

Why is it seen this way? 
Shows internal priorities 
(sometimes in unintended ways) 
^^ICan be very ambiguous, 
show it is deliberate! 
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